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MOCK'N'CHASE 


H OCK OUT THE POLICE AND GRAB THE GOLD. 
BEFORE THE POLICE GRAB YOU! 






^\\ ~ / /p r ^ 


$ 








-jum 


1 


'W*J& 






\ 






^Tmrn -^M \ 


\ 


/ 1 








\ 


\j*fiHmfT'B 




rvwTT£LrEL£rrRanics® 

IIMtEUiViSiON* 


/ 



The Video Games Magazine 



Vol. 1, No. 5 
June, 1983 


CON 


T E N T S | 


UincnrAUCC Everybody loves movies. Mostly 
\/\UCKJ UMBICS everybody loves video games. 

GO HOLLYWOOD JS? *$» «"° have t0 *" wi,h 2 




BLIP LETTERS 


A sample of what we get in the mail 5| 




BLIP TIPS I TR0N cartridges from M Network 6 




BLIP TIPS II 


ZAXXON 8 


Dan Koeppel 


KNOW YOUR 
ENEMY 


Match the heroes with the villains! 1 2 


Barry Shapiro 
Danny Crespi 


A LOOK AT 
COMPUTER 
CAMPS 


Toast marshmallows. go hiking, 
and expand data bases. A rundown 
of summer camps that combine tun . _ 
and technology. 1 4 


SamViviano 


PLAYER'S 
CHOICE 


new keyboard. DUNGEONS AND .. _ 
DRAGONS. 1 




NEWS BLIPS 


22 


CONTRIBUTORS 


BLIP TALENT 
SEARCH 


re e p iies°Here are our ffv V e al f a a n v C or^s , 25 


SSL 


THE BRADY 
BUNCH 


Our latest suggestion tor games __ 


£2r- 


BLIP SURVEY 


One lucky winner wins a prize. But 

all of you are helping us plan future _ . 

issues. 31 


WMiML 




^™^f~ZZ 





The 
a huge si 

he beginning. There were 
af spinoff items— everything 
from candy to furniture to clothing — 
that also relied on the E.T. name to 



Just al 



jt anything you < 



.n thinl. 



But there was one spinoff that fizzled. 
When executives at Atari first saw E. T. 
they thought that the story would make 
a perfect video game. So they got in 
touch with Steven Spielberg, the director 
of the movie. They asked him if they 
could make a game cartridge based on 
his story. Spielberg agreed, but only if 
he could work with them in designing the 
game. Together they began to work on 
a game that they thought would be very 
special— and, they hoped, very popular 
at Christmastime. 



cartridge finally a 
everyone was disappointed. Spielberg 
and Atari had tried to make a _ 
would capture the spirit of £ T~ They 
wanted to give the kids playing the 
game the same kind of feeling people 
got from watching the movie. 

But it just didn't work out that way. 
The action wasn't there, and the most 
publicized game since PAC-MAN turned 
out to be a flop. 

You might think that the failure of 
the E.T. cartridge would discourage 
companies from coming out with games 
based on movies. But nothing is tha 
simple. 

Companies can point to another ti 
game that's still raking in quarters, e 
year after it was introduced. The mc 
it came from was a flop. Hardly anyone 
went to see it. And you might expect 
that a bad movie would produce an eve 
worse video game. 

That game, of course, is TRON. Bally 
makes the arcade version and Mattel 
markets not one, but five different TRON 
games for Atari and Intellivision owner; 

What do E.T. and TRON prove? 
Maybe that the only thing a movie tie-ii 
really has going for it is its title. That 
might account for some sales. But in th 
end, the game will sell — or not sell — 



Many companies, though, like h£ 
the titles on their side. Even films t 
seem very unlikely videogames ha 1 
been purchased by game-makes. 



<ing 



One company that has been doing a 
lot of this is Sega. Sega has made many 
successful arcade games. FROGGER 




and ZAXXON are two of the most 
popular games of all time. And now 
Sega is making home games, too. Some 
of these are adaptations of arcade 
games. But most of them are movie 
tie-ins. 

There is, however, a special reason 
for Sega to be so interested in tie-in 
games. One of the things a manufacturer 



le producer 



is to get permission from 1 

of that movie. This is sometimes nara 

to do, and it can be expensive. 

But Sega doesn't really have to worry 
about that. They are owned by Para- 
mount Pictures, which already has an 
endless library of films that Sega could 
use. Sega has chosen a whole list of 
films that might one day be available on 
cartridge, if the designers can come 
up with some good ideas. 

Some of the games seem like a sure 
thing. There is a film that Paramount 
owns, for example, that is based on a 
popular T V series. The last T V 
episode of this series was produced 
almost fifteen years ago. But the series 

st popular shows 
on television. It is also a very popular 
computer game, 
made into an arcade game by Sega. 



Can you guess what movie it is? 

Here are some more hints: The arcade 
game is brand new. It features a 
"Strategic Operations Simulator," that 
recreates such famous space features 
as phasers, warp drive and photon 
torpedos. By now, you might know that 
it's STAR TREK. Sega is planning to 
release two cartridges based on the 
movie. And they're pretty sure that both 
of them will be big hits. 

Another Sega arcade game that is 
based on a movie is BUCK ROGERS. 
As they are with STAR TREK, Sega is 
pretty sure about this one, so they are 
going to release a pair of cartridges 
based on the adventures of that famous 
spaceman. 

Sega owns the rights to some other 
movies, also. Many of these titles might 
become video games. But then again, 
they might not. Could you think of a 
game based on the movie 48 HRS? 

How about Airplane ? Or Friday the 
13th? Some other titles that Sega 
is working on include Dragonslayer, 
Marathon Man and War of the Worlds. 
None of these cartridges are beyond the 
planning stages, though you might see 
some of them by Christmas. 

Sega isn't the only company with 
indefinite plans. U.S. Games says that it 
will release a Pink Panther game one 
of these days. They aren't sure what 
the game will be like, except that it will 
feature both the Pink Panther and 
Inspector Clousseau. 
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See how good you are at it Try to 
lunler. and you re fly.ng a heli- ■*- "JJMmP^fj-} 


have a right to be panicked! A 


TOOTSIE: M.chaei Dorsey has 

his alter ego. Dorothy Michaels' 
it is a mess and 

pick Dorothys 
board you get to change back 
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. ngie-handedly 
moves trom floor to floor, squirt- 
ing out flames and saving trapped 
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SUBSCRIPTION RATE 

i first issue of BLIP, es| 
cially the DONKEY KONG comic. I he 
you're going to have a section for left 
of complaint and for compliments. 
Will I still be able to get 50% off fc 
" in after the first issue? I (' 
have any money right now. 



back, though. We're working o, 
right now about the cartridge bas 
The Hulk. 




going to So. c ,„y iwivnaiii 
by boycotting BLIP. There a. 
many video games magazin 
published anyway. 



BLIP TIPS 

I love your magazine. I liked BLIP 
TIPS best because I learned how to play 
CENTIPEDE, and now I'm great at it. 



really like your magazine. I used 
bets playing CENTIPEDE. Now th 

read BLIP TIPS, I always win. I thir 
magazine is really super. 



wiled to hear tl 

actually responsible I 

Count on BLIP to 

helpful inlormath 

; games. 

A 



BLIP LETTERS 
Marvel Comics Group 
387 Park Avenue South 



MONTH'S BLIP QU 

1 . Joe has blue eyes, and he' 
K.C.'s KRAZY CHASE 

2. Sam has green eyes, and he 
DEFENDER. 

3. Paula has brown eyes, and st- 
ing FROGGER. 


playing 




fTRON 

Actually, TRON isn't just a single video 
game. There are six different games 
' sd on the Walt Disney movie now 

ig offered to players. We featured 

arcade game in an earlier issue of 
BLIP. The other five games are car- 
tridges designed by Mattel for home 
systems. These include three Intellivision 
games and the two M Network cartridges TACTICS 
described here. 



to move up a level, you must use t 
elevators. These are located at eitf 
side of all four levels. On the low< 
level, just stand on the platform a 
move your joystick forward to go up. On 
the upper levels, you must first leap 
across the Input/Output beam. This 
a ray that runs down the center of the 
screen. Jumping over the ray activ; 
•' ! lifts. 



beam. The I/O ray will take you straight 
to the bottom. Use it to escape when 

also move down single levels merely by 
pulling the joystick toward you. Your man 
will jump to the level below, or further, 
depending on how precise your touch 
is on the joystick. 



ADVENTURES OF TRON 

This is a chase-and-climb game, but 
it isn't anything like DONKEY KONG or 
DIG DUG. For one thing, it isn't cute. 

The action is fast, and slightly mechan- 
ical. Your enemies are deadly grid bugs 
and recognizers. They travel along a 
four-level board in groups of three. Also 
floating along at each level are various 
objects, called "bits." 




Vour objective is to work your way u[ 

the top level, collecting all the bits 

d avoiding collision with any of thf 

attackers. On later boards, a tank wil 

h this. 



• After being deposited at the bottom 
level when the game starts, immediately 
leap up and grab the first two bits. You'll 
notice that there are no grid bugs men- 
acing you. Not yet, anyway. They start 
at the top level, and work their way down, 
moving from left to right, then from right 
to left. If you work quickly, you can clear 

recognizers get you. Recognizers 
grid bugs that appear at the top tf 
levels. They turn into the slightly smaller 
bugs when they reach the bottom. 

• Learn to follow the path of the de- 
scending grid bugs. They move in only 
one direction on any given level. If you 
stay behind them, you can speed from 
level to level with just a little practice. 
Don't try to jump your enemies! While it 
is possible, it's very difficult. If you get 
into a situation where a bad guy is that 
close, the best strategy is to jump down 
to the next lower level. 

• Once you learn to follow the 
scending pattern, you will whiz through 
the first three boards with little difficulty. 
On the third and the fourth boards, 
though, tanks start to appear. Like the 
grid bugs, tanks follow a simple de- 
scending pattern. If you can stay behind 



;s begin 



• On the fifth boa 
to appear in pairs, c 
Although it might seem that an individ- 

' is patrolling a certain level, this 

e case. They are all following 
that familiar descending pattern. 

• The Solar Sailer (that's the way 
Mattel spells it) is an arrow that flies back 

rd level. It is not a bit. 
a handy way to 
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The setting here is a deadly, futuristic 
jai-alai arena. Tron is facing a horde 
of attackers, who appear on the screen 



Tron is also armed with discs. He only 
las to strike an enemy one time, but 
i dead enemy is quickly replaced. At- 
ackers enter the arena through portals 



by 



n leaping onto the Sailer, 
w\ you are not going to be 
deposited between recognizers at the 
other side of the screen. If you do get 
caught between recognizers at any time, 
just follow their path until you can reach 
the I/O beam. Then just travel down to 
the bottom, and work your way back up. 
• One last tip: Don't get caught at 
the screen's edges. You may not be able 
to jump safely from there. Then you'll 
have no choice but to watch, and wait 



TRON DEADLY DISCS 

The M Network version of this game 
is nowhere near as complex as the In- 
rision version. For one thing, the ac- 
tion is slower. For another, the controls 
are much harder to use. Even so, DEAD- 
LY DISCS, while not as good as AD- 
VENTURES OF TRON, is still an excit- 
ing game. 



Each portal can be "lo< 
hitting it with a disc. A pair of portals, 
with one locked open, become a telepor- 
tation device. You can enter the open 
one, and re-enter the board on the other 
side through the opposite portal. 

TACTICS 

• The secret is getting the disc to 
return to you. A single hit on the fire 
button will send a disc out. Only one 
disc can appear on the screen at a time. 
If the disc you fire hits an attacker, you 
get a new disc. But if it misses, the disc 
will keep going, until it hits a wall and 
bounces back to you. You can retrieve 
an errant disc quickly, however, by press- 
ing the fire button as soon as you see 
that you have not scored a hit. This will 
call the disc back to you immediately. 

• Don't wait to see if your disc will 
hit. Keep moving. Learn to visualize the 
course of your disc, and the course of 
your attackers. If you can see that a disc 
you have fired will miss, tap the fire but- 
ton, and position yourself for your next 
shot. The disc will return to you, no mat- 



ter how far you have moved 
original position. Once the di; 
turned, fire again. You can 
method over and over again, f 
tance. With practice, you wil 
to quickly vanquish your attaci 
remaining safely out of th< 



path o 



• When teleporting, make sure that 
you are using the device to your advan- 
tage. Many times, a group of attackers 
will turn and bombard the exit gate with 
discs. You can get caught in a crossfire 
and use your five-hit limit up very quick- 
ly. Try to avoid the corners for the same 




• In the early stages, the best strat- 
egy is to keep your plane at a very low 
altitude. Push the control forward and 
you'll go into a dive. Don't worry about 
crashing, since your jet can't smack into 
"le ground. You can, however, collide with 
enemy fortifications. 

Pull straight back on the control stick to 
get your jet to climb. By easing the con- 
'"' stick forward and to the right or left, 
you can bank in either direction. Banking 
is a skill you have to master in order to be 
ible to strafe enemy targets. 

He a low brick wall. Shoot toward the wall 
is you approach it. When you see your 
shots are clearing the wall, pull back slow- 
ly on the stick, and ease your plane over 
it. Then nudge the stick forward until you're 
cruising at ground level again. 

• Sometimes an electronic barrier, or 
forcefield, appears above the wall. Crash- 

nto a forcefield is the sj 



them in later boards. Keep firing as you 
approach the forcefield. By observing 
where your shots go, you can adjust your 
altitude accordingly. 

• If you fail to keep at a low alt 
the enemy will send a red cruise n 
toward your plane from time to time. 
are two ways to outwit the missile 
can destroy it by hitting it six time 
you can dive under it at the last se 

Since the missile is a fast-movin 
get, it's hard to zap it six times. S 
best strategy is to dive and avoid i 

• You can use the altimeter to r 
brick walls and forcefields. Suppos 



in height. As you go over it, glance 
iltimeter. It will read 2Vs units above 
(est altitude. The next time you aj 
a three-tier wall, simply adjust your 



n. 




It's possible to run out of fuel, but it 
seldom happens. You add to your fuel 
supply by blowing up enemy fuel tanks. 
So just remember to blast a fuel tank now 
' then. They're among the easiest tar- 



With most ZAXXON machines, you 
a bonus plane for scoring 20,000 
points. You can build your score quickly 
by destroying radar towers whenever they 
appear. Each tower is worth 1 ,000 points. 
Most beginners get caught up in warding 
" :annon or missile fire, or in destroying 
enemy planes with relatively small point 
values. Getting too involved with " 



• You must avoid horizontal gunfir 
from pairs of ground cannons, one o 
each side of the screen. Simply hurdl 
the fire. If you try to destroy one cannor 
the other is likely to nail you. 

• Parked enemy planes, although 
relatively small, are easy targets. Fuel 
tanks are no problem, either. But don't 
get so involved in shooting up planes and 
tanks that you find yourself suddenly con- 
fronted with a brick wall or a forcefield. 
You won't have enough time to avoid a 
collision. Always keep alert for 



• In the second phase of each re 
you enter outer space, and enemy fighter 
planes launch an attack. These planes 
must be destroyed. If you're a begi 
zoom to the top of the screen and stay 
there. Fire a steady stream of missiles 
and you'll destroy the oncoming planes 
one by one. Whenever an enemy fires a 
red missile, bank quickly to the right or 






3 Tosc 






valuable ra 










e altitude as the enemy plane. I 
The trick is to stay aware of the size of 
each enemy plane. Small fighters fly low, 
and you have to dive to get them. The i 
large jets soar high. Pull back on the stick 
and climb to attack them. 



• At the end of every other boar 
ZAXXON robot confronts you. The robot 
is armed with a cruise missile. Start firing 
the instant the robot appears. (Top-notcl 
players start firing before it appears, aim 
ing at the spot where it is going to be. 
Put six shots into the robot's cruise mis 
sile, which he has tucked at his left side 
and you'll destroy him. 

If the robot manages to launch the mis 
sile before you get off your six shots, don 
worry. Keep firing, but fire at the missile 
instead of the robot. There's still plenty c 
time to emerge the winner. A 

— George Sullivan 



V2-PRICE CHARTER SUBSCRIPTION OFFER 

DON'T WAIT! 

RESERVE YOUR MONTHLY COPY OF 
BLIP TODAY! 

Become a charter subscriber to BLIP — the only video games 
magazine that entertains as much as it informs. Do it now, and 
have BLIP delivered to your door every month. Save 50% off the 
newsstand price of $1 2.00! 

Use the coupon below, or give us the same information on a 
piece of paper. Just enclose $6.00, mail, and sit back and wait for 
BLIP to show up in your mailbox. 





50% SAVINGS CERTIFICATE 

MAIL TO: BLIP 

, Marvel Comics Group 
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one of the most important rules 
in mind, BLIP presents a puzzle 
-recognize instantly just who is 



When it comes to video gam 
is, "Know your enemy." With tl 
designed to help you do just U 
battling whom. 

Here you'll find 20 video game characters. Ten of them are good 
guys, and the other ten are the villains who relentlessly seek to 
destroy these champions. 

Your job is to pick the pairs. Match the rogues with the heroes, 
and then put each number in its correct place, in the blanks next 
to the appropriate game title. 
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PAC-MAN 

DIG-DUG 

DONKEY KONG 

TRON 

FROGGER 

BURGER TIME 

PENGO 

VENTURE 

ZAXXON 

Q- BERT 



GOOD GUY BAD GUY 



ANSWERS IN NEXT MONTH'S BLIP! 




e country will be packing their bags, 
saying goodbye to the folks at home, and 
heading off to sleep-away camps. Most 
of these kids will be going to "traditional" 
camps, where things like swimming, hik- 
ing, and horseback-riding make up most 
sf the good times. 

There are also specialized camps, 
where most of the time is spent on one 
activity, like tennis or baseball. There are 
even camps where everyone works at los- 
ing weight. The latest trend in specialized 
camps is of particular interest to us at 
BLIP— and might be to you, too. That trend 
is toward computer camps. 

Computer camps, big and small, are 
being created all over the country. Last 
year alone, over 5,000 kids spent the 
summer combining traditional camp ac- 
tivities with learning to create computer 
games, write computer programs, and 
operate computer data systems. 



Computer camps are a big 
And some of the biggest names in the 
computer industry are getting involved 

Atari, for example, has been running its 
own string of camps for a couple of years 
now. And Nolan Bushnell — the founder 
of Atari, who is now on his own — has just 
launched his own computer camp. There 
are also camps run by people who aren't 
in the computer business. These are 
places that used to be traditional camps 
and are keeping up with the latest trend. 
They hire top talents from the computer 
world and make computer instruction part 
of their program. 

NOT COMPUTERS ONLY 

What is similar about all these camps 
is that the emphasis is on fun. None of 
the camps is "computers only." All of them 
offer at least some of the traditional camp- 



ities along with computer \ 
Of all the computer camps, Atari is 
probably the best known. This is partly 
because of its famous name. But it's also 
partly due to its advertising. Atari pub- 
lishes a glossy booklet that describes the 
kind of activities, food, and living accom- 
modations found at their sites across the 
country. 

Although Atari is the best-known, it isn't 
necessarily the biggest computer camp. 
The Original Computer Camp (that's their 
name) has as many locations as Atari. It 
also offers just about the same program. 
There's even one thing that they have 
over Atari. Original offers an overseas lo- 
cation—a computers-and-travel program 
in Europe for older kids. 

Another camp with several locations is 
Computer Camps International, which is 
based on the East coast. Arthur Michaels, 
the CCI camp director, says they have 
"old-time camp people, rather than com- 



puter people" running the show. He says 
this creates a "better environment for the 
camper." 

Of the major computer camps, the 
smallest is TimberTech, the one founded 
by Nolan Bushnell. TimberTech has onl 
one location, which makes it tiny, con- 
pared to the others we've mentioned. 

But it's the- location that gives Timbei 
Tech what might be a big advantage over 
the giants. The camp is just 30 mini 
from Silicon Valley, California's famous 



"We capitalize on Silicon Valley," says 
Lorel Kish of TimberTech. Top engineers 
come to visit the camp, to give talks aroi 
the campfire. We also run field trips to the 
engineering plants." 

Lorel didn'tmention whether or not 
visiting engineers tell ghost stories. But 
she did add that TimberTech (like the of 
camps) is certainly not limited to computer 




CHOOSING THE RIGHT CAMP 

There are plenty of other computer 
camps besides the ones we've mentioned. 
Most of them are small programs you can 
find at local colleges or universities. Some 
might be at a camp you went to yourself 
last year. A lot of traditional camps are 
latching onto computers as a way of at- 
tracting customers. 

If you're looking into computer camps, 
there are a few things to check for. One 
of the most important is computer-to- 
student ratio. The four camps we've men- 
tioned average about one computer to 
every two students, and that seems to be 
a pretty good standard. 

You'll also want to know if the camp is 



computer experience their teachers have. 
And you'll certainly want to know what 
equipment and programming languages 
they use. 

But the most important thing about 
choosing a computer camp has nothing 
to do with computers. Just about all of 
them offer professional instruction on 
modern equipment. What makes them dif- 
ferent from one another is their camping 

Remember that the place you're look- 
ing at is a summer camp. That means 
that tennis, baseball, swimming— or what- 



as important as 

The place is, aner an, a camp, not a 

school. 

Another thing to do is to call up people 
your age who have gone to the camp re- 
cently. Most camps will give you a list of 
former campers in your area. By getting 

sure that a camp offers what you want. 
The box at the bottom of the page con- 
tains some information to get you started. 
You might want to write to the camps 
we've listed. Or you might check news- 
paper ads or the Yellow Pages for camps 

In either case, check carefully before 
you make any decision. It's your summer 
vacation, and you want to be sure it's a 
good one, ft 



COMPUTER CAMP DIRECTORY 



COMPUTER CAMP 



^Player's Choice 




TWO GIANT STEPS 



Remember the good old days? It wasn't Atari, wh 

too long ago that Atari VCS and Intelli- spot in sale 

vision were the only home-video game series of ne 

systems really worth talking about. Now, favorite is a computer keyboard called 

ColecoVision commands a large share of "My First Computer. " This accessory 

the market, and low-priced computers are plugs right into the game port on the old 

becoming more and more popular. The VCS. 

f^ke h s a o S m C e ch e anges Atarl *"* Ma " el t0 JJe^'s^™^ *j£! 'f^Vest o° 

all, it costs under $90. There are over 

ATA p| 10,000,000 VCS units out there, and "My 

First Computer," could really be a worth- 

Those changes have been made, and ^'consotes 16 ' 1 ' '^ faml '' eS ' ha ' ° Wn ' he 

Mattel have realized that, in order to stay There will also be a whole series of 

on top, they have to do two things: offer superior games and program software 

more computer capabilities, and produce available for the keyboard. This will allow 

games with better graphics. And both VCS owners to get better graphics with- 

companies are doing just those things. out spending money on a new system. 



If you already have spent that money 
on a new system, don't despair. There is 
also a keyboard in the works for the Atari 
5200. And if you, already are heavily into 
computing, Atari has E 



Mattel has been promising a keyboard 
>r a long time, and they've finally d 
sered. A computer-expansion modu 
ith a typewriter-style keyboard will I 



That machine will probably compete w 
the Commodore 64 and the Texas Instr 
ments Pro. 



INTELLIVISION 



With all of this 
Atari, and with ColecoVi 
strongly, you might think 
Plimpton would tak ' 



n II is no longer just a game- 
player. It is part of what Mattel "modestly" 
calls an Entertainment Computer System. 
Intellivision fans can still play all their old 
favorites, like MAJOR LEAGUE BASE- 
BALL and SPACE HAWK. But now they 
can also use the Intellivision system as a 
true computer. 



1200. add a piano keyboard. 

Best of all for game lovers, lntellivi= 
now has an Atari adapter. That me; 
you'll be able to play all those Atari c_. 
tridges on the Intellivision system. (All 
these new accessories will work with the 
original Intellivision unit, as well as Intel- 



To satisfy those who d 
action at home, Mattel is 

■generation system. I 
called— you guessed it- ' ' ' 
improved graphics ai 

'" Iso accept all th 




Does all this mean that the good old 
days of Atari and Mattel battling only each 
other have returned? Not really. Coleco- 
Vision is too good a game system for that. 
And Coleco has their own computer and 
m games planned. 

Magnavox, which makes the Odyssey 
system (remember them?) is also shift- 
ing gears toward computers. But " ' 
look as though the video game ( 
lies are entering a new phase in t 

nan just video game compani 



; of mountains that are filled with 
The path opens in front of you 
constantly making 




There's no contest for the 

le game we've seen this month. 
Its Intellivision's ADVANCED DUN- 
GEONS AND DRAGONS. It's not only a 



o play. I 



teresting 
to sit and watch someone else play the 

ADVANCED DUNGEONS AND DRA- 
GONS is a scroll game. That means the 
terrain you're playing on rolls across the 
screen. As you keep running, the terrain 
keeps changing. 



he dragon, and you get half the 
Then scroll along until you find the 

dragon. 

rst time we captured that second 

, we got a very nice surprise. A musi- 

note of triumph sounded, and the 

video games go on and on until 
se all your players, or just get 
vith your point total. This one has 
ing. You can actually be declared 

The game has good graphics, a con- 
stantly changing screen, and enough sur- 
prises to keep anyone busy. Add to that 
the fact that it has a genuine ending. 

The sum total? Intellivision's AD- 
VANCED DUNGEONS AND DRAGONS 
is a real winner. ft 
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FUN FOR THE YOUNG SET 
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MONSTER CRUNCH and BIG BIRDS 
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It's no joke. A Los Angeles company. 
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a new invention-the video jukebox. The 


the Sesame Street series. 



NOT FOR SPIES ONLY 

Computers are already playing a big 
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for example. We got more than one 


of BLIP, we bet that our readers had 


suggestion based on The Dukes of 


hundreds of good ideas for video games. 


Hazzard. To be fair, we eliminated any 


And we were right! 


idea that was suggested in more than 


We asked that you write the ideas 




down and send them to us. The response 




was terrific. We received dozens of 


really sounded fantastic. But that 


original ideas for games. We spent hours 


was the problem. The games were so 


wading through them, reading them, 


fantastic they sounded like stories. 


and imagining what they would look like 


rather than video games. Any game that 




seemed as though it might not be 


We promised to choose the best five 


handled by today s video computers had 


entries, and to give their creators fifty 


to be eliminated. 


dollars each. We have done that, but it 


After all the elimination, all the hours 



many gi 






tomatically. Here are some of the 
guidelines we followed: 

• We decided not to choose any 
games that sounded a lot like anything 
we had already seen. 

• There were a lot of ideas that were 
similar to one another. There were winner. And for 
many, many fantasy adventure games, chosen, your pr 



ith the rest of the entries. They are 
iginal and exciting. But these game 
so have a special something to the 

For everyone who wasn't chosen, 
lecial congratulations from BLIP. W 
ish we could've made everybody a 





SCORE-GO^ 



c ../\afvv 



"*0 






MRhBE 



NUB 





Congratulations to all the winners ol 
the first BLIP talent search. We wish 
we could give prizes to all the entrants, 
because all the ideas were very good. 
All we can say is, look for the next ^ 

Talent Search in a future issue of BLIP! A 



THE 
BMW 
BUNCH 
GAME 




Tired of the same old 


average morning! 


space wars? Why not try a 


With your joystick, you 


different adventure — one 


control the lucky parents of 


that hits closer to home? 


three girls and three boys. 


Maybe even next door! 




Yes, it's the Breakfast- 


out of bed, dressed, fed, 


with-the-Brady-Bunch Game! 






before a SWAT team of truant 




officers descends on your 



SCREEN 
ONE 
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will count ai 



to somebody else, 



They came in bundles, thirty or forty 
wrapped up together. We asked our 
readers in BLIP #1 to fill out a form so 
we would know what they liked (and 
didn't like) about our magazine. We 
didn't know we'd have so many 

But we wish we could give every reader 
who answered our questions a prize. 
Instead, all we can do is say thanks very 
much to everybody who took the time 



Thew 






m came from Steve Glover, of 
Coldwater, Michigan. Steve will be 
receiving four new cartridges for his 
Intellivision system. Like many of the 
readers who answered our questions. 
Steve's favorite game is DONKEY 
KONG. He also likes GALAXIAN and 
LOCK-N-CHASE. 

The answers that we found most 
interesting (besides the favorite games) 



thought of oi 






try to concentrate on other features 
that you liked, especially BLIP TIPS ar 
PLAYERS CHOICE. 



i. Thanks to all our reader; 
snt in completed surveys. / 
joking to BLIP for more co 



1/2 PRICE CHARTER SUBSCRIPTION OFFER 

SUBSCRIBERtolfLII j^TS^,! 

SAVE* 50% 'off 'the Newsstand' " ! ' 
You pay ONLY SB.00 for 12 
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m. the video game where you race through a pyramid 
s treasure The game where you're attacked by the fiend- 
is of the tomb And you fight back with your laser guns 
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THE ONES TO BEAT 
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